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Motivating Students 
in the 21st Century 

@paulandersen
bozemanscience.com
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Why Are Schools Changing?
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Start Is it easy?
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Simon Says



My Class
The Internet
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Hotel Shower
Design



“People who do not 
break things first 

will never learn to 
create anything.”

- Filipino Proverb 
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Andersen Rules
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Your favorite
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Your favorite
school movie



Carpe diem



Love

Discipline



You are the most important
resource in your classroom
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Flipped Mastery Blended

Classroom Online
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1 mile

1 inch

The Problem



Ideas

PracticesWhat we 
teach

Students 
are
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teach



What we 
teach

Students 
are

Music Musicians
Art Artists

Math Mathematicians
Writing Writers
Science Scientists
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Practice 
10,000 Hours



Practice 

Varied Spaced

Interleaved
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Proper Group Size

Autonomy



ONE is for learning, private and active.



TWO is for teaching, it goes both ways.



THREE is for working, the job divided.



FOUR is for nothing but wasting the days.



Reading
Inquiry

Writing
Graphing

Autonomy



Why are games fun?





Skills

Challenges

Low High

Low

High

Boredom

Anxiety
Flow

Flow
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